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© you want to add some spice and/or variety to 
your Red Dwarf campaign? You wish the 
players would quit whining because their char- 
acters suck more than a Hoover Black Hole 
bag-less model? Well fret thee not, proud Al. Here are 
1a few additional suggestions on how to add some more 
Dwarfish mechanics into play without sacrificing any of 
your hard work. We make no guarantees as to how it 
will affect your chess game. 


The “Characters are Doomed!” Gambit 

It's true—some players can't get their heads around 
self-target systems where rolling low is a blessing, and 
unless a character has a professional rating or greater in 
a given skill, there will be an awful lot of spilt mik, and 
much crying over it. Keep in mind that precedent has 
been set: characters in Red Dwarf are losers. But ad- 
mmittedly, losing perpetually can get frustrating, especially 
if i's down to the wire and the characters are attempting 
the last-straw-climactio-thing... you know, the one action 
that usually works out in the end. 

So how can you work with the existing mechanics to 
give players the opportunity to have their characters 
succeed? Here are a few suggestions: 

1. Make Comedy Pay Off: Whenever a player delivers 
‘a Dwarf-appropriate line that brings the group to 
tears with laughter, give the smeghead a “payoff — 
basically, a free pass to use in place of rolling a skill 
check. Something that allows the character to suc- 
‘ceed, period. You can use poker chips, rocks, small 
plastic farm animals... anything, really. If you end 
up using pretzels or sweets, let it be known that 
‘once eaten, the payoff is gone and cannot be re- 
deemed for success. When the player wishes to 
claim his payoff, he simply returns the token to the 
‘Al, and automatically succeeds in the action at 
hand. If i's a combat related skill check, have the 
player roll 1D6 to determine margin of success. 
Destiny Rewards: As opposed to automatic suc- 
cess, you may wish to instead reward humor with 
extra Destiny. This method rewards Dwarfy think- 
ing, while still retaining the uncertainty element. 

3. Make Success BIG: Instead of (or in addition to) 
using Destiny simply to re-roll failed skill checks, 
have the use of a Destiny point double the charac- 
ter's skill rating for the next skill check. 

Caps Be Damned: Let the players spend their 
points as they wish when creating their characters. 
Perhaps additionally, give them an extra 4 points in 
stats and 5 to 10 points in skills to begin with. 


If you want a more freewheeling game and skill 
check outcomes are relatively unimportant to you on the 
mundane side, stick with suggestion #1. If you really 
want the players to work for their supper, stick to #2. If 


you wish to simply increase the likelihood of the success 
of pivotal actions without an absolute guarantee, try #3. 
If you're okay with relatively better skilled characters in 
your campaign, go for #4. If you're an elder chaos god 
from N'mtheglyar, why not throw caution to the wind and 
Use all of them? 


The “I've Run Out of Ideas!” Defense 
Woe to the computer with an IQ of 6000 who has 
become a creative eunuch. Don't worry, mate. We'll get 
you back on track. Have a look at this checklist and 
make sure you've tried each and every one before giv- 
ing up on your career as Supreme Evil Overlord—er, | 
mean, Al 
* Have you used every Worst Case Scenario in 
the Red Dwarf RPG book? 
* Have you used every adventure see 
Dwarf Scenario Generator? 
* Have you used every adventure seed in the Red 
Dwarf Al Screen Extra Bits Book? 
‘* Have you played through each and every Red 
Dwarf episode, made possible by the Red Dwarf 
Series Sourcebook (watch for it in your local 
shops)? 
* Have you tried improvising on said adventure 
seeds? 
Have you watched the show lately? 
Have you checked any of the Red Dwarf RPG 
fan sites andlor e-groups andor Deep7 mes- 
sage boards? 
‘+ Have you checked behind the passenger seat in 
your car, on the bedside table, or in your other 
trousers? 
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If you still can't dream up new misadventures for 
your crew, perhaps it's time to hand the keys over to one 
of them, and try playing a character for awhile. You 
never know what plots may form in your head while your 
character is running for his life for a change. 

[end of line} 
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